Getting Started,
Geography, &
Custom Bags

How to join Nexus and where to get started leveling in Altin. Plus other info about the world of
Altin. Additionally how to purchase custom bags.

* Install MUD Client & Connect to Nexus!
®* Common Hunting Areas
® Cities and Towns

Custom Bags Guides



Install MUD Client &
Connect to Nexus!

To Play Install a MUD Client

Not a comprehensive list of MUD clients. This is only a suggestion of what we
have used and tested works for us.

1. First step is to install a MUD client so you can connect to the game. The client used by
most is called Mudlet:

® https://www.mudlet.org/download/

2. After install start Mudlet and select Connect to pull up the sever connections

® Select New and give it any Profile name (we suggest Aalynors Nexus for easy
identification)

® Enter the Server address: aalynorsnexus.com

® Enter the Port: 4001

* Choose to Connect at the bottom

3. Follow the in-game prompts to create your first character!

® Type Help at any time during the process to get more info

Please read the prompts carefully and enter answers exactly as shown to avoid
errors.


https://www.mudlet.org/download/

Common Hunting Areas

Larger Areas for Leveling

(Not a complete hunting list.)

**Difficulty rank based on starting there to level***

Rymek City - (Beginner = Normal)

®* Rymek Sewers:
© 1st room is only Giant Rats and Large Spiders (Mobs Lvl 1-2)
© Deeper rooms also encounter Sewer Dwellers and Speckled Turtles (Mobs LvI 1-4)
© Through a CREVICE are Morloch, Tunnel Snake, and Grimloch (Mobs Lvl 4-8)
° Beyond a DOOR are Alchemists & their Backfired Experiments (Mobs Lvl 5-8)
© Past a CRACK in the wall are Slimes, Oozes, and Jellys (Mobs Lvl 6-9)
© Inside a HOLE in the wall is the Wererat Scout, Soldier, and Assassins (Mobs Lvl 7-9)
© Deeper inside the TUNNEL are Wererat Archer, Mage, Master Assassins (Mobs Lvl
9-12)
* Rymek Graveyard:
© Mansion
© Entryway spawns only Vampire Bats and Ghosts (Mobs LvI 1-2)
© Upstairs Archway encounters Skeletons and Ghouls (Mobs Lvl 4-5)
© Upstairs Doors are Vampire, Warg, and Ghasts (Mobs Lvl 7-9)
° Downstairs Cellar is Gargoyle, Fire Deamon, and Imps (Mobs Lvl 7-8)
© Mausoleum
© Entrance encounters Dark Kiss, Zombie, and Nightcrawlers (Lvl 3-6)
© Deeper hole spawns Nightwing, Crawling Claw, and Crypt Keepers (Mobs Lvl 7-10)
© Marble Vault
° Entrance are Disturbed Spirit, Looter, and Skeletal Guardians (Mobs Lvl 6-8)
© Downstairs encounters the Nightwraith and Tel'ri'vak (Mobs Lvl 11-12)
© Open Grave spawns Dust Ghoul, Carrion Crawler, and Skeletal Berserkers (Mobs LvI 10-
12)
°* Rymek Park:
© Murals - (Now with Brigands!)
© Inside the town are Brigand Shamen, Soldier, Scout, and Strikers (Mobs Lvl 3-7)
© Qutskirts of town encounter Brigand Scout, Striker, Assassin, and Mages (Mobs
Lvl 5-9)



© Hills encounter Hill and Stone Giants with Brigand Battlewizard and Alchemists
(Mobs LvI 7-9)

° Ant Hole

© 1st room is only Flying Ants and Drones (Mobs Lvl 2-4)

© 2nd room are Flying Ants, Drones, and Soldier Ants (Mobs Lvl 2-6)

© 3rd room spawns Larva, Drones, Soldier and Army Ants (Mobs Lvl 2-8)

© 4th room encounters Larva, Drones, Soldier and Army Ants (Mobs Lvl 2-8)

© End room is Larva, Drones, Soldier, Army, and Queen Ants (Mobs Lvl 2-10)
© Giant Tree Canopy

° Tiny Village spawns Quickling Drunk, Fighter, and Ranger (Mobs Lvl 5-8)

© Tiny Tavern encounters Quickling Drunk, Fighter, and Ranger (Mobs Lvl 5-8)

© Upper Village are Quickling Fighter, Ranger, and Mage (Mobs Lvl 7-9)

© Tree Summit is Quickling Fighter, Mage, and Elder (Mobs Lvl 7-10)

° Tiny Graveyard spawns Quickling Mage, Elder, and Undead (Mobs Lvl 9-15)

Island by Rymek [SAIL from right dock] - (Experienced =
Medium)

® Jungle Surface
© Find hidden TRACKS and inside the CAVE are Vampire Bat, Wombat, and Hermit (Mobs
Lvl 1-5)
© The PATH to a camp spawns Cabin Boy, One-Eyed Pirate, and Bosun's Mate (Mobs Lvl 2-
7)
© A large SINKHOLE encounters Piercer, Stalagmite, and Boldare (Mobs Lvl 3-8)
© Deeper has Large Piercer, Stalagmite, Bouldare, and Sand Worm (Mobs Lvl 5-10)
®* Below Ground
° Inside the DEN are Wolverine Cub, Female, and Males
° (Mobs Lvl 4-10) different combinations spawn in each room.
© Past a HOLE is Tunnel & Rattle Snakes, Porcupine, Python, Cobra, Boa Constrictor, and
Skari Hunter
© (Mobs Lvl 6-10) different combinations spawn in each room.
© The CAVE encounters Troglodyte Shamen, Warrior, Guard, Chief, and Undead
° (Mobs Lvl 7-12) different combinations spawn in each room.
® Coral Reef
© A shallow REEF entrance has Tiny Sea Horse and Sand Crabs (Mobs Lvl 3)
© South of the reef entrance adds Giant Oyster and Gray Clams (Mobs Lvl 3-7)
© South & west of the reef entrance is Sea & Coral Snakes, and Gars (Mobs Lvl 4-7)
© Further south of the reef entrance are Starfish, Large Crab, and Sea Serpent
(Mobs Lvl 5-13)
° The reef CAVERN has Puffer Fish, Yellow Urchin, Sea Cucumber, and Giant Marine
Spider (Mobs Lvl 9-14)
© Another reef TUNNEL entrance from shore has Sand Crab, Giant Oyster, and Piranha



(Mobs Lvl 3-8)
© Deeper through the reef tunnel is Piranha, Lobster, and Sea Eel (Mobs Lvl 8-12)
* Sea Shelf
© Past the reef south is a sea floor encountering Water Spider, Silver & Sun Fish (Mobs
Lvl 8-12)
© Eastward on this sea shelf is a CAVE with Shiny Fish, Giant Starfish, and Tiger
Clam (Mobs Lvl 8-14)
© The edge of the sea shelf east & south has Milk & Hammerhead Sharks, and Sharks
(Mobs Lvl 8-12)
© Past a reef HOLE west, the sea bed spawns Mako & Great White Sharks, and Octopus
(Mobs Lvl 9-15)
© South & West on this sea shelf are Mutated Sea Snake & Squid, and Giant Coral
Snake (Mobs Lvl 17-20)
© Further south on this shelf encounters Giant Crayfish, Dolphin, and Giant Crab
(Mobs Lvl 10-14)
® Sunken Ship
© Cabinghoul, Bosun Zombie, Undead Bosun's Mate, Phantom Pirate, Ghostly Captain,
Skeletal & Phantom Pirate
© (Mobs Lvl 7-12) different groups spawn per room on the deck and in the hull
© Climb the ships MAST halfway for Milk Shark and Novind's Star (Mobs Lvl 8-10)
© Atop the mast is a crows nest that encounters Sirens (Mobs Lvl 13)
®* Deep Sea
© Near the southern shelf exit are Kelpie, Blood Oyster, Deep Spawn, Wereshark (Mobs
Lvl 14-17)
° Near the western shelf exit are Kelpie, Blood Oyster, Deep Spawn, Wereshark (Mobs
Lvl 14-17)
© Furthest north & west in the current spawns Sea Dragon, and Giant Octopus (Mobs Lvl
17-21)
© Furthest south & east in the current spawns Colossal Shark, and Leviathan (Mobs Lvl
19-23)
© The middle south & west corner room encounters Kraken, and Dragon Turtle (Mobs Lvl
21-25)

Mandrake Farm - (Advanced = Hard)

®* Untended Crop Field - (south & west)
© Eastern column of rooms encounters Crow, Squirrel, and Locust (Mobs Lvl 1-5)
© Center column of rooms spawns Rattle Snake, Field Lurker, and Rabid Rabbit (Mobs Lvl
7-10)
© Western column of rooms has Scarecrow, Locust Swarm, Large Wolf Spider, and
Jackals (Mobs Lvl 12-15)
® The Cellar - (TRAPDOOR inside the Corn Maze off Dirt Road)
© The favorite classic spot encounters Eerie Feeling, Creepy Shadow, and Black Widow



Spiders (Mobs Lvl 8-12)
®* Tended Crop Fields - (north & east)
° Western column of rooms encounters Farm Helper, Enchanted Farmer, and Black Rose
Bush (Mobs Lvl 4-9)
© Center column of rooms spawns Enchanted Farmer, Black Rose Bush, and Crazed
Cornstalk, (Mobs Lvl 7-13)
© Eastern column of rooms has Crazed Cornstalk, Rotting Farmer, and Warped Oak
(Mobs Lvl 13-15)
®* Overgrown Garden - (past ARCHWAY on Dirt Road)
© Garden entrance encounters Old Gardner, Flower Pot, Crimson Flower, and Black Rose
Bush (Mobs Lvl 4-9)
© East room spawns Black Rose Bush, Venus Flytrap, Gloomer Vine, and Wicked Gardner
(Mobs Lvl 9-14)
®* Barn, Corral, and Farmhouse - (connected south & east)
° Inside the BARN spawns Decapitated Chicken, Ghastly Rabbit, and Undead Animal
Handler (Mobs Lvl 7-13)
© The attached CORRAL has Undead Animal Handler, Shadow Dog, and Phantom Horse
(Mobs Lvl 13-17)
© A farmhouse DOOR has Phantom Cat, Shadow Dog, Greater Vampire, and Withered
Farmer (Mobs Lvl 13-19)



Cities and Towns

Nexus, The City of All Races

The City of the Nexus was the last major population center remaining free on the continent after
the fall of Tholm. Built on top of the ruins of the ancient Daer'lin city from lore, it has become
home to members of all allied races.

Nexus City was the main focal point during the Goblin invasions due to its unique defiance of the

Hoardes. It had a strong magical barrier surrounding the city, which prevented the more powerful
of the Goblin forces from entering. After the Goblins defeat, there was no more need to maintain

the barrier or much of the standing Army.

Millennia of relatively peaceful times have seen the once great Hero's of Nexus fade away into the
history books, and the Gods have not been heard or felt in nearly as long. Yet the lurking evil
seems to be stirring once more in the world of Altin, with reports of strange attacks throughout the
land and undead rising from graves. The city guards work tirelessly to keep the streets safe, but
are calling for any volunteers to help.

Many heroes have once again risen from the ranks of Nexus City's populace and surrounding

lands, and it currently serves as the headquarters and coordination point for all efforts by the
Allied Races.

Rymek, The Town of Seafolk

Rymek started as a small fishing village to the south of the City of Nexus, nestled along the Sea of
Tears. The Townsfolk are a peaceful lot and enjoy the commerce brought on by the sea trade.
During the war, the Heroes of Nexus and its Militia drove much of the Goblin Hoardes out of the
south, and patrolled the roads to keep things that way. Rymek was a vital source of food from the
bountiful coastal waters, which Goblins couldn't burn down as they did with the crop fields.



After the Goblin defeat and during the long peace that followed, Rymek's population exploded
alongside its prosperity. After Falcion was reclaimed by the Dragons, Rymek became the prime
destination for new travelers and adventurers to the lands. When the city expanded its ports,
Rymek also became a major trading hub for distant lands and brought supplies in for the
surrounding inland cities.

The busy city has been fortified with walls and city archers to accommodate its growth, and now
serves as the hub for new heroes to start their training against the growing evils in the world. The
port of Rymek currently provides transport to an unnamed island off in the distance to the south. It
is home to many creatures and sailors warn captains to steer clear of a coral reef off the island's
southwest coast.

Talmet, The Elven Palace

Some say Talmet is older than Nexus itself, while others place its age around that of Rymek. Little
is known about the actual founding of this beautiful blend of nature and Elven building aesthetics,
high above the northern Eldane Forest. It was formed by ancient magic, warping and growing the
immense trees in the area to accommodate the elegant Elven structures. This lack of historical
archives is in part due to the burning of the city, likely multiple times in the ancient past, but at
least once on record.

This magic also protects and slowly restores the ancient Eldane trees, as discovered after the
Goblins were defeated. During the war this town was besieged and set to the torch, with many
believing it completely destroyed. However, after some scouts went back to the site decades later,
they noticed the trees were not dead after all. The blackened charred bark was slowly being
pushed off by a healthy layer growing beneath the scabs.

The Elves have long since reclaimed their Capitol and cultivated a treetop Palace deep within the

canopy above the Eldane Forest. While all allies are welcomed, only the Elves are generally
allowed to live there permanently.

Rosehelm, Outpost (Order of the Rose)

The Outpost of Rosehelm was established over one thousand years ago by the Order of the Rose,
a religious order of holy warriors, and charged by the former Tholm Empire to protect the realms.
For many years they served as a calming influence in the countryside. Until the coming of the
Goblin Hoardes, when the Outpost itself under almost constant attack.



The Order of the Rose is more commonly known individually as the Rosehelm Guardsmen. They
currently have many religious and arcane artifacts buried deep in their keep, and under their
protection. These artifacts were taken out of the City of Tholm only days before its fall to the
Goblins.

To their credit, the Order of the Rose held their own during the Goblin invasion, without the
protective barrier magic that the City of Nexus benefited from. Some attribute this to the highly
secretive artifacts they still safeguard. During the final Goblin invasion, it was thought that
Rosehelm Keep was taken by the Giants and all inhabitants put to death. In the aftermath, it was
discovered a small group still lived, barricaded deep in the keeps underground fortress. During the
following millennia of peace, the Order of the Rose has slowly rebuilt their numbers with those
truly devoted to their ancient religious order.

UnderCity, Ancient Daer'lin City Ruins

Located deep beneath Nexus and its sewers lies a fragment of the ancient Daer'lin City, thought to
have been formed in The Beginning times of creation on Altin itself. Myths say that during the
Gods War, the land itself swallowed up the city in a terrible earthquake or sundering depending on
who tells the tale. Little is known about how parts of this now sunken city ruin survived, but
speculation is from a combination of ancient unique Daer'lin structural material and some divine
intervention.

Now called The UnderCity by most, it was re-discovered beneath the construction of Nexus City
atop the old site over a millennia ago. During the war with Goblins it was often used by those who
knew the way to circumvent sieges on Nexus City itself. As well as those looking to take less
traveled paths to avoid bumping into any Nexus Guards.

The UnderCity inhabitants continue to enforce their own rules on its citizens, and issues are
generally considered outside of Nexus City jurisdiction. Exceptions so far have been if the action is
against Nexus City itself and deemed too egregious by the council. Most UnderCity citizens either
prefer to live underground or are not welcomed in other parts of the land above. There are no city
guards, and no guarantees of safety, but people who become a problem are "dealt with" according
to their representatives. Visitors are advised not to linger in the streets or out in the open for too
long.

Tholm, The Imperial City (City of the Arcane)

The City of Tholm was once a vast source of knowledge, and a major population center in the



realm. It was said that not since the University of the Daer'lin had such a vast quantity of
knowledge been collected and distilled in one place. Tholm was once the heart of the Old Empire
before the Goblin invasion, where influential and powerful people congregated.

Tholm was suddenly destroyed by the Goblin Hoardes. All contact from the city cut off for months
before news arrived that they were gone from survivors. Scouts sent back reports of a city
changed, its magic bent and twisted with a perpetual darkness covering the sky, and undead
marauding in the otherwise deserted streets. Only a handful of refugees made their way to Nexus,
of those, the most notable being Thelia. She had left Tholm only a few short weeks before the
invasion which was its downfall.

The City of Tholm resides somewhere to the east of Nexus beyond the Emerald River, and across
the Great Waste. Legend has it that after the Goblin defeat, Theila took the best and brightest
volunteers on a crusade across the desert to purge the city of evil. Reports ceased coming back
from the group after they ventured deep into the desert, and the common folk eventually stopped
asking about any heroes they no longer needed for protection.

Taeviral, The City of Giants

Taeviral lies far to the northeast beyond the old winding path through the Crystal Mountains, at
the end of a large valley. Estimated to originally be founded by the Giants around the Gods War,
this city has seen much battle in its warn strewn past. Taeviral has likely been destroyed and
rebuilt many times, with large gaps in known history due to contact being lost from its remote
location.

Occasionally the narrow pass that leads up through the Crystal Mountains from the crossroads
becomes blocked and travel to the city becomes impossible. During the war with the Goblins, this
natural choke-point was used to setup ambushes against heroes while the Hoarde ravaged
Taeviral. Many Giants and heroes died before the war ended, while the city was nearly destroyed.

Little is known about Taeviral's current status other than the Giants were focused on rebuilding it
again. Contact was lost when the narrow mountain pass became blocked and clearing it was
deemed too costly by Nexus City at the moment. They theorize that eventually the Giants will use
their considerable strength to clear the pass again anyway.

Corynth, The City of the Gryphons

Presumed to lie on the Northern Continent of Ghoorma, many months travel by land and sea, the



City of Corynth was 'rediscovered' by the denizens of the City of Nexus when they unexpectedly
reached out and called for help. Research into the event indicated that Corynth was once an ally of
the Daer'lin and that they had certain understandings regarding offering one another assistance
and specific means of communicating such requests.

The Corynthian Gryphons demonstrated considerable magical ability, well beyond anything seen in
centuries. Although the City of Nexus was able to help the Gryphons, no progress was made in
enlisting their aid. Before sending back a party of Heroes to the Nexus, the Leader of the Gryphons
merely says: "If you should require help, contact us in the usual ways".

All records of Corynth and the Gryphons, beyond a cursory dialog in an unrelated missive in the
archives, are presumed to have been destroyed centuries ago when the University of the Daer'lin
fell into ruins. After the Goblin defeat, Fenwick rode off to the north through the mountains to re-
established trade routes with the Corynthian griffins. Being welcomed openly by Corynth, other
heroes followed suit and moved there as well for new adventures.

Falcion, The City of Apprenticeship (Former)

It was raised from the ruins of the abandoned City of Algorian, after the First Coming of the Goblin
Hoardes, on the magical Isle of Falcion. The City of Apprenticeship was gifted by the Metallic
Dragons (who call this Isle their home) and was designed in cooperation with the Allied Races of
Nexus during the war.

The Major Guilds of the time agreed to establish training facilities upon the isle, for their
apprentices, and so this once abandoned island became a major center of activity. Guildmasters,
Heroes, and Apprentices alike inhabited this small community as the next generation was trained
in relative safety, to reinforce the ranks of those already on the front line holding the Goblin
Hoardes back.

The Mages Guild at the time, worked with the Metallics, to imbue the Falcion Citystone with many
magical properties which serve to protect the island and its inhabitants. Many of the properties of
the island are not common knowledge. It is known however that the island is shrouded in a
magical mist, and that the location of the island shifts from time to time. Also, Apprentices were
unable to leave the island, being compelled through some magical geas to complete their training
before venturing out into the world.



After the devastating defeat of the Goblins Hoardes, the Metallic Dragons reclaimed Falcion island
to recuperate their numbers after losing so many in their fight with the Chromatic Dragons. The
training and protection the island offered was not needed by heroes anymore, and all creatures
that once inhabited the land were said to be teleported to new homes. Currently nobody knowsthe

island's magically hidden location or what the Metallic Dragons have been doing this pastthousand
years.



Custom Bags Guides

Custom Bags

So you've got some gold to throw around? Been wondering just what money can buy in Nexus?
Been to all the shops and can't find that extra special bag to make your character stand out? Well,
my friend, it can be done... If you've got the gold marks.

Special bags can be commissioned from a GM, who will set their master craftsmen to the task.
Currently only custom bags are available for purchase. We are planning to have a crafting system
for players in the future for making Armor / Weapons.

Best of all, you get to choose the name and appearance of the bag! Please limit names to 20
characters, and descriptions to 75 charters. And it all comes with a guarantee! If you don't
like it, you're guaranteed to not get your money back! Our craftsmen will give you exactly what
you ordered, and not what you meant to order. Remember, the handiwork of the master craftsman
isn't cheap.

Warning: Be sure you have your choices decided and the gold available before
asking for it to be constructed. You don't want the master craftsmen sending
their collection agents after you.

Base Construction Cost: 15,500
Per Item Capacity (1-10) 500
Per Item Capacity (11-20) 1,000
Per Item Capacity (21-25) 1,500

Per Item Capacity (26-30) 2,500



Bonus Powers:

Weightless Bag 150,000
Weight
20 Ibs. 0
18 Ibs. 2,000
16 Ibs. 4,000
14 Ibs. 8,000
12 Ibs. 16,000
10 Ibs. 20,000
9 Ibs. 30,000
8 Ibs. 45,000
7 lbs. 75,000
6 Ibs. 95,000
5 Ibs. 125,000

Example:

Bonecrusher wants a Bag of holding, able to carry 15 items weightlessly, and only weigh 7 Ibs.

Using the table, this item will cost:

Base Price = 15,500
Iltem Capacity 1-10 (10 * 500) = 5,000
Iltem Capacity 11-15 (5 * 1000) = 5,000

Weight: 7 Ibs. = 75,000



Weightless Holding = 150,000

= 250,500

For a mere 250,500 gold, Bonecrusher gets his bag of holding that can carry 15 items inside
weightlessly! What a deal!

So, now, you ask, where can | get these wonderful bags? The answer is QUITE simple. Just PM a GM
on Discord for a free estimate. Then give the go ahead, and you too can own an bag grand enough
to make all your friends drool!

Oh, and one last thing. If you ever do run into Bonecrusher in a dark alley, I'd
recommend running!



